
 

 

RESEARCH SNAPSHOT   
 

SUMMARIZE,  MOBILIZE  
  

The Digital Child and Adolescent Act bans paid loot 
boxes in video games played by minors in Brazil

What this research is about   

Loot boxes are items that can be bought in video 
games and provide random rewards. They share key 
features with gambling, like chance-based outcomes. 
This has raised concerns about the potential harms 
linked to loot boxes, especially among children and 
adolescents. Brazil is one of the world’s largest gaming 
markets, and national data indicate that 78% of 
Internet users aged 9 to 17 play online games. 

In September 2025, Brazil introduced the Digital Child 
and Adolescent Act. This law bans paid loot boxes in 
games that are designed for or likely to be played by 
minors. In this commentary, the authors described the 
policy and its public health framework. 

What the researchers did 

The authors reviewed the Digital Child and Adolescent 
Act implemented in Brazil in September 2025. They 
described how the law defines loot boxes, outlined the 
public health framework and the sanctions it 
establishes, and compared Brazil’s regulatory 
approach to those in other countries. The authors then 
summarized past research evidence on the harms 
linked to loot boxes among children and adolescents 
to highlight the need for regulations around these 
purchases. Finally, the authors considered how the law 
might work in practice and its implications. 

What the researchers found 

The Digital Child and Adolescent Act represents an 
important shift in how loot boxes are regulated. 
Instead of focusing on whether loot boxes meet the 
legal definition of gambling, the law is grounded in a 
public health and child-rights framework that 

prioritizes reducing youth’s exposure to potentially 
harmful design features. In this way, it takes a broader 
approach by targeting products that include the same 
underlying features known to drive harmful gambling 
participation. Loot boxes are therefore included in this 

What you need to know 

In this commentary, the authors reviewed the 
Digital Child and Adolescent Act that was 
implemented in Brazil in September 2025. This 
law bans paid loot boxes in games that are 
designed for or likely to be played by minors.  

The law targets harmful design features that 
underlie gambling and loot boxes (e.g., 
randomness and uncertain outcomes), instead 
of focusing on whether loot boxes meet the 
legal definition of gambling. It takes a public 
health and child-rights approach that prioritizes 
harm prevention. The law is enforced through 
administrative sanctions, including fines of up 
to 10% of a company’s revenue and suspension 
of services. It also restricts personalized 
advertising and algorithmic recommendation 
systems directed at minors. The law is timely 
given that adolescents are especially vulnerable 
to the potential harms of loot boxes. Brazil is the 
first major gaming market to explicitly ban paid 
randomized rewards for minors.  

The Act provides a real-world experiment to 
evaluate whether restricting access to loot 
boxes reduces harm among youth. It is also an 
opportunity to see how the gaming industry 
adapts to the law. Findings can inform policy 
and regulations in Brazil, and in other countries. 
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law because they involve randomized rewards with 
uncertain outcomes, which are recognized as design 
features that increase the risk for harm. 

Some countries, like Belgium and the Netherlands, 
have defined loot boxes as gambling. This has led 
some gaming companies to disable loot boxes in these 
countries. Other countries like the United Kingdom, 
Germany, and China require game companies to 
provide age ratings or disclose the presence of loot 
boxes. Brazil is the first major gaming market to take 
an approach that prioritizes harm prevention by 
banning paid randomized rewards for minors. 

The Digital Child and Adolescent Act is a timely 
intervention. There is a growing body of research that 
indicates paid loot boxes are linked to problem 
gambling, impulsive tendency, mental distress, and 
financial harm among minors. Adolescents are 
especially vulnerable because of their developmental 
stages and social pressures. This may be combined 
with minimal parental supervision of digital spending. 

The Digital Child and Adolescent Act has important 
implications. It can act as a real-world experiment to 
evaluate whether restricting access to loot boxes 
actually reduces harm among youth. At the same 
time, it provides an opportunity to see how the 
gaming industry adapts to the law. For example, 
gaming companies may find other ways to monetize 
their games, like battle passes, wherein rewards are 
fixed rather than random. Findings from Brazil can 
also inform policy and regulations in other countries.  

How well the law works will depend on enforcement 
and whether gaming companies comply. Compliance 
may be more achievable among major companies, 
compared to the mobile gaming market, where small 
developers operate independently. Monitoring will also 
be needed for unequal impacts across Brazilian 
regions and income groups, given wide disparities in 
digital access and spending capacity. 

How you can use this research 

This commentary could be of interest to policy makers 
and regulators of the gaming industry, as well as to 
researchers, clinicians, educators, and parents 
concerned with gaming and gambling harms among 
young people. Findings from Brazil may be particularly 
relevant to other low- and middle-income countries.  

About the researchers 

Daniel Tornaim Spritzer is affiliated with the 
Postgraduate Program in Psychiatry and Behavioral 
Sciences at Universidade Federal do Rio Grande do Sul 
in Porto Alegre, Brazil. Ivelise Fortim is affiliated with 
the Faculty of Human and Health Sciences at 
Pontifícia Universidade Católica in São Paulo, Brazil. 
Thiago Henrique Roza is affiliated with the 
Department of Psychiatry at Universidade Federal do 
Paraná in Curitiba, Brazil, and the Instituto Nacional de 
Ciência e Tecnologia Translacional em Saúde Mental 
Digital in Porto Alegre, Brazil. Felix Henrique Paim 
Kessler is affiliated with the Postgraduate Program in 
Psychiatry and Behavioral Sciences at Universidade 
Federal do Rio Grande do Sul and the Department of 
Psychiatry and Legal Medicine at Universidade Federal 
do Rio Grande do Sul and Hospital de Clínicas de Porto 
Alegre in Porto Alegre, Brazil. Hyoun S. Kim is affiliated 
with the Department of Psychology at Toronto 
Metropolitan University in Ontario, Canada. For more 
information about this study, please contact Daniel 
Tornaim Spritzer at dtspritzer@gmail.com. 

Citation 

Spritzer, D. T., Fortim, I., Roza, T. H., Kessler, F. H. P., & 
Kim, H. S. (2026). Banning loot boxes for minors: A 
public health framework and the case of 
Brazil. Journal of Behavioral Addictions, 15(1), 5–7. 
https://doi.org/10.1556/2006.2025.00524  

Study Funding 

This research was funded by the Research Incentive 
Fund of the Hospital de Clínicas de Porto Alegre. 

 

About Greo Evidence Insights 

Greo Evidence Insights is an independent, non-profit 
organization specializing in research, knowledge 
mobilization, and evaluation in the health and well-
being sectors. Greo transforms research and insights 
into actionable strategies to prevent and reduce harm 
related to gambling, gaming, technology use, and 
substance use. To learn more about funding for 
Research Snapshots visit our website. 

https://creativecommons.org/licenses/by-nc/4.0/
mailto:dtspritzer@gmail.com
https://doi.org/10.1556/2006.2025.00524
https://www.greo.ca/en/greo-resource/research-snapshots.aspx

